INTRODUCTION
The "five a side soccer" was originally invented in Uruguay, where it is traditionally known as Futbol de salon. Internationally it is instead known as futsal, (Portuguese pronunciation: [fut'saw]) is a variant of association football that is played on a smaller pitch and mainly played indoors. Its name is a portmanteau of the Portuguese futebol de salão, which can be translated as "hall football" or "indoor football". It is the International Football equivalent of the US's Arena Football. During the sport's second world championships held in Madrid in 1985, the name Fútbol Sala was used. Since then, all other names have been officially and internationally changed to futsal.
Futsal was created in 1933, when a professor from ACM Montevideo, Juan Carlos Ceriani Gravier, needed his students to play soccer using hockey or basketball courts. His goal was to invent a team sport feasible for indoor and outdoor facilities, utilizing existing numerous basketball courts, which could resemble the traditional soccer that was very popular after Uruguay national team won the World Cup in 1930 and the Olympic games in 1924 and 1928.
The first Italian translation of futsal was essentially "calcetto" as suggested by some Italian teams like "Marino Calcetto", winner of the Italian league in 1986/87 and BNL Calcetto. Later, with the advent of FIFA and the creation of five-football, which gradually became known as futsal, in Italy it was called "Calcio a 5".
In recent years, in Italy it is spreading the habit to use the word "futsal" to refer to"Calcio a 5" (FIFA). Instead, the "futbol de salon", sport run by the AMF, is referred to as "indoor soccer". In The purpose of a pilot study is to establish whether a sample group of players, who are asked to regularly watch video recordings of their own games or motor performance patterns, can improve learning capabilities of specific techniques (Menichelli, 2010) compared to the a control-group which has not been subjected to view such videos. Too often now, the new scientific discoveries do not translate into innovation in everyday life. This is even more true if you consider the motor-sport field, where rules and game-play are not based on scientific assumptions, but based on personal experiences or long standing practices. This gap, that we may call "post-discovery", is the space in which we're going to place our research work, which consists of translating recent neuro-cognitive-learning discoveries into practice-methodology for teaching sports in the juvenile context, also to provide an operational model to analyze and evaluate the quality of technical learning. In the world of youth football it is common to use some simple technical and tactical tests to make valid and reliable determinations to be included in the overall process of programming and allow proper monitoring of individual learning paths for those undergoing the evaluation.
In Futsal, likewise other sports, the athlete's technical skills are considered mostly rely on innate capabilities and not easily modifiable by learning, especially in experienced players. Therefore, the work in the youth sector is very important because the play experience in children is still limited and evolving. From VOLUME 8 | Proc2 | 2013 | S292 reviewing existing literature in this regard, there are no significant studies concerning the application of ideo-motor training in children and the assessment through the performance analysis of the learning process in this age group.
How can we improve the learning process? How can we possibly measure the skills improvement? We will try to address these questions analyzing case-studies such as learning of basic technical gestures in the sport of football-5 during the annual program for a group of 20 children in the age group 9-10 years-old, a category called "Chicks", with bi-weekly practice plan.
MATERIAL AND METHODS

Participants
Pre-teens 9-10 years-old organized by the coach in two homogeneous groups (sample group n=10, control group n=10 - Figure 1 ). All the young players have practiced futsal from one or two years with the same team. • In the second phase, which lasts the entire tournament-year (nine months), the sample group (n = 10) is involved in watching video-recorded technical gestures executed by a professional futsal player (Italian National Under-21). During this phase, we will verify and assess the evolution of technical learning (ongoing). • In the last phase, we will evaluate the two teams to understand and describe the incisiveness of the learning methodology object of this study. Such assessment will be done by the same professional player (model), by filling out specific assessment sheets during the observation of the students as they perform the three predetermined technical gestures.
Executive proceedings
The sample group will meet at the sports facility 30 minutes before the control group. The team will be exposed to the video projection of three technical gestures, chosen from the game fundamentals: 1. Control of the ball: oriented ball control (to left and to right side) with the bottom foot (called "stop by sole"). 2. Driving the ball, moving the ball with the sole. 3. Shooting: tip shoot.
The prearranged video clips are presented by the trainer, mainly focusing on the body segments relations and the most common execution mistakes. The first 5 minutes will be devoted to relaxation by listening to relaxing music and projected images, as the kids come to the field with a very high emotional charge that could adversely affect their ability to concentrate and focus. The next step is based on playing the video footage of the technical model in its entirety, inviting children to their highest attention while watching the video-clips in order to catch and learn as much information as possible. The last 5 minutes will be devoted to students. They will be asked to close their eyes and imagine themselves in executing the same gestures observed in the video. At the end of this phase, the sample group will begin the entire workout with the rest of the group, namely the control group, in such a way as not to jeopardize the technical-educational program of the entire team.
Hypothesis and objectives
The assumptions and objectives of this research are the following:
• Describe how a child's learning process is affected by practicing basic technical movements proposed with a mix of traditional training, based on repetition of gestures, as well as "ideo-motor" training, which is based on the observation of videos of technical gestures executed by a professional player (model).
• Identify when / how the ideomotor training impacts on the learning process, thus allowing to study the individual's technical skill enhancements, object of this research.
• The students' capability of self-assessment will be improved by the acquisition of skills of observation and self-observation of motor gestures, either online (immediately after an execution) and offline (by video recording and observing themselves while performing the gestures).
• The tests proposed in this study are specifically structured to evaluate accuracy and/or correctness of gesture executions expressed by young athletes, in relation to the basic football skills such as "oriented sole control" (to left and to right side), driving the ball with the sole and shoot tip (typical gestures of this discipline).
